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IMPORTANT NOTICE
LICENSE AGREEMENT

READ THIS LICENSE AGREEMENT CAREFULLY BEFORE USING THIS SOFTWARE PRODUCT (“PRODUCT"). BY USING THIS PRODUCT, YOU INDICATE YOUR ACCEPTANCE OF THE TERMS OF THE FOLLOWING AGREEMENT.
THESE TERMS APPLY TO YOU AND ANY SUBSEQUENT LICENSEE OF THIS PRODUCT. IF YOU DO NOT ACCEPT OR AGREE TO THE TERMS OF THIS AGREEMENT, YOU MUST RETURN THIS PACKAGE AND ALL THE MATERIALS
YOU RECEIVED WITHIN TEN (10) DAYS OF RECEIPT WITH PROOF OF PAYMENT TO THE LICENSOR.

Ubi Soft, Inc., retains the ownership of intellectual property rights to this Product, including, but not limited to the copyright, trademark, patent, and other rights contained therein, and subsequent versions or copies of the Product.
This copy of the Product is licensed to you for use under the following conditions:

A. PERMITTED USES.

You may:

1. Permanently transfer the Product and its documentation to another user provided you retain no copies and the recipient agrees to the terms of this agreement.

8. PROHIBITED USES.

You may not:

1. Transfer, distribute, rent, sub-license, or lease the Product or documentation, except as provided herein.

. Alter, modify, or adapt the Product or documentation, or portions there of including, but not limited to, translation, decompiling, disassembling, or creating derivative works.
Make copies of the documentation, the Product, or portions thereof.

Export the Product in violation of any United States export laws.

o o o

Unbundle the Product . Unbundling is specifically prohibited : anyone who unbundles any the Products be liable for the full wholesale price of all such unbundled Products.
C. LIMITED WARRANTY BY UBI SOFT, INC.

Licensor warrants that the optical media on which the Product is distributed is free from defects in materials and workmanship. Licensor will replace defective media at no charge, provided you return the defective item with dated proof
of payment to Licensor within ninety (90) days of the date of delivery. This is your sole and exclusive remedy for any breach of warranty. EXCEPT AS SPECIFICALLY PROVIDED HEREIN AND IN THE MANUAL TO THIS PRODUCT,
UBI SOFT, INC., MAKES NO WARRANTY OR REPRESENTATION, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE PRODUCT, INCLUDING ITS QUALITY, PERFORMANCE, MERCHANTABILITY, OR FITNESS FOR A
PARTICULAR PURPOSE. IN NO EVENT WILL UBI SOFT, INC., BE LIABLE FOR DIRECT, INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE OR INABILITY TO USE THE PRODUCT OR
DOCUMENTATION, EVEN IF ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN NO CASE SHALL UBI SOFT, INC.'S LIABILITY EXCEED THE AMOUNT OF THE LICENSE FEE PAID. THE WARRANTY AND REMEDIES SET
FORTH ABOVE ARE EXCLUSIVE AND IN LIEU OF ALL OTHERS, ORAL OR WRITTEN, EXPRESS OR IMPLIED.

D. WARRANTY AND INDEMNIFICATION BY YOU:

YOU WARRANT THAT YOU WILL ABIDE BY THE TERMS AND CONDITIONS SET FORTH HEREIN, AND THAT YOU INDEMNIFY UBI SOFT, INC., ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS AND LICENSEES FOR ANY
COSTS, DAMAGES, OR LIABILITIES ARISING FROM ANY CLAIMS ARISING FROM ANY BREACH OF THE AFORESAID WARRANTY.

E. GENERAL:
Ubi Soft, Inc., retains all rights not expressly granted herein. Nothing in this License Agreement constitutes a waiver of Ubi Soft, Inc.'s rights under

United States copyright or other law. This License is non-exclusive. This License and your right to use the Product automatically terminate without notice from Ubi Soft, Inc., if you fail to Comply with any provision of this License
Agreement or any terms and Conditions associated with the sale of this Product. Upon termination, you will destroy all documentation and disks. This Agreement is governed by the laws.
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Getting Started

System Requirements

To run Shadow Company, you need the following system configuration:

* Pentium P233 MMX (Pentium PII-266 recommended)

* 32 MB RAM (64 recommended)

* 400 MB free HD space

* Windows 95 or 98

* 8x CD-ROM drive

* 4 MB 3D accelerator card which is DirectX 6 compatible (8 MB recommended))
* Microsoft compatible mouse and driver

» 100% Soundblaster compatible sound card

Recommended 3D Cards: Chipsets that are known to work well with Shadow Company, and are
therefore recommended when playing are:

3dfx Voodoo2, 3dfx Banshee, 3dfx Voodoo3, nVidia TNT, ATI 128,
Matrox G200, and the Intel 740.
Chipsets that are compatible, but known to give below par performance and operating quirks are:

3dfx Voodoo, 3dfx Voodoo Rush, nVidia Riva 128, ATI Rage Pro (8mb cards), S3 Savage, Rendition
2100/2200, and the Permedia 2.

Resolution: If your 3D accelerator card has less than 8 MB, select a resolution of 480 x 640 from the
Video/Audio section of the Options menu (see page 65), or the opening settings screen.

Drivers: Please ensure that you have the latest drivers for your system before starting a game. These
can be obtained from either the computer system'’s tech support team, or from the manufacturer’s web
page on the Internet. Drivers are updated frequently, and even new software might need updating.

Installation

Before installing Shadow Company, please close all other applications that may be running.

You must install Shadow Company on the hard drive. You cannot play the game directly from the CD-
ROM.

Insert the CD into your CD-ROM drive. After a few moments the opening splash screen appears.
Select Install then follow the onscreen instructions.

There are two options for installation:
« Typical - High or low detail terrain can be selected.
* Full - The in-game movies are installed on the hard drive.

All installations run the game well, but the more information that is stored on the hard drive, the faster
the game runs.
If AutoPlay is not active, install Shadow Company manually. To do this, select the Start menu, then
Settings, and then Control Panel. In the Control Panel window, double-click the Add/Remove Programs
icon.
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Getting Started

In the Install/Uninstall window, click Install. Insert the game CD into the CD-ROM drive, and then follow
the instructions on the screen.

After installation is complete, restart the computer so that all of the new settings can take effect.

Run Shadow Company by selecting the Start menu, then Programs, then Shadow Company, and then
click on Shadow Company. Alternatively, select Play Shadow Company from the opening splash
screen.

The CD must be in the CD-ROM drive to play Shadow Company.

Readme: At the end of installation there is an option to view the Readme. Players are strongly
recommended to read this file as it provides the most up-to-date information regarding system
requirements, recommended 3D accelerator cards, and any amendments to the manual.

To open the Readme file from the Windows desktop, open the Shadow Company folder using Windows
Explorer, or My Computer, and then double-click on Readme.

DirectX 6 Setup

The installer program checks whether your system is compatible with DirectX 6 and, if it is, offers to
install DirectX 6.

If you already have the latest version of DirectX 6 on your system select No. If you do not have the
latest version of DirectX 6 on your system, or do not know, select Yes.

About DirectX

Many games and other Windows 95 or 98 programs use DirectX, a standardized set of tools that allows
programs to communicate with and control your system's hardware. DirectX-based programs use
DirectX ‘drivers’ to perform many functions, such as painting graphics to the screen or having the
sound card play music and sound effects.

When configured correctly, DirectX allows all DirectX-based programs to use the same set of drivers
to perform these functions. When DirectX drivers are not configured correctly, some of these functions
may not work.

If your DirectX drivers are not configured correctly, the most common result is that you are able to start
the game, but as soon as you try to perform any actions or use any options, the game halts or crashes.
Alternatively, there may be an immediate crash as soon as the program begins to display graphics, or
you might receive a warning message about your video mode.

Should you have any troubles with DirectX installation or its start-up initialization by Shadow Company,
contact your hardware vendor. Alternatively, call Ubisoft’s Technical Support Line at 0181 944 9000,
for assistance in diagnosing which hardware components in your system are causing the trouble and
how to get help correcting their setup problems.



Shadow Company

Modem Setup

To play multiplayer games via modem, make sure that your modem is installed properly, and then
configure certain optional settings for optimum performance. If necessary, connect and configure your
modem following the manufacturer’s instructions or the Windows documentation.

Once you have configured your modem, you need to turn off data compression to ensure smooth play.
You can change these settings using the Control Panel.
To change your data compression settings, follow these instructions:

1. Open the Control Panel by selecting the Windows Start menu, then selecting Settings, and then
Control Panel.

2. Double-click Modems to display the Modem Properties window.

3. Select the modem whose settings you want to change.
4. Click the Properties button to display the Properties window for the selected modem.
5. Select the Connection tab.
6. Select the Advanced button.
7. Make sure that Use Error Control is not checked.
8. Select Hardware for flow control. The hardware flow control is usually the default.
9. Select OK to return to the Properties window and apply the new settings.
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Getting Started

10. If the phone line quality is poor, your modem may not be
aple to establish a stable connection. If this happens, p— I
reinstate the Use error control check mark, but ensure that
Compress data is not checked. g eI e
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a4 - .'l_ ™3
H il i 1o
r
o | oecd |
TCP/IP Address

For a TCP/IP session, joining players need to know the IP address of the hosting player.
Determining Your IP Address: The host needs to determine the IP address that their service provider

has assigned.
, , T . ]

1. From the Windows desktop, select the Windows Start S — P
menu and select Run... [ TrT— P

- . e [ ~ .
2. Type winipcfg in the Open: field. . e —— e PN T IF]
3. Press the Enter key, or click OK. The IP address is

: . kdakama i

displayed as four numbers separated by periods. [Surcied £

4. Email the IP address to the other players (who should Egirn molage
be waiting for this information). |
NOTE: Your IP address may change each time you log o

onto the Internet. If you have any difficulties determining =
your IP address, contact your Internet Service Provider. =]t |




Shadow Company

Granite Corporation Ima
Internal Memo:  31E-8604 T W

Authentication: G519-xx67-145JiTO06

Classification: Tango Lima - Extremely Confidential
From: Michael Alexander To: Gillard Kardon
Executive Commander Chairman
Global Operations South Atlantic Field
July 4th

Re: Operation Force Field

Mr. Chairman,

Your recent memo was very surprising. To be blunt, I never thought that | would see
the day come when staff members would be left to fend for themselves after having
been placed in an unwinnable situation by the corporation.

I would like to remind you that most of the staff members you have ordered me to
downsize have already become casualties of battle, so that will not affect the benefits
that their families have a right to claim. That you would order the remaining surviving
assets to be left in the field shows a complete contempt for the lives of the employees
and their sacrifice. | have no intention, either now or in the future, to ever leave any
company troops for dead if there is a chance for recovery.

As the field commander, | have used my authority to countermand your orders and |
am arranging for the extraction of the survivors from the ‘Port Massacre’. Also, so that
I can’t be accused of working behind your back, | am arranging for an emergency
meeting of the Board. Tetsu Yama may have set up the ambush, but you are the one
who will have to answer for it and your actions following the disaster.

Sleep well while you can.

M. Alexander
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Granite Corporation

Internal Memo: 32G-1187 mn
Authentication:  G519-xx67- Public
Classification: ~ Company Public

From: Faye Lincoln To: All Employees
Director
Human Resources

July 5th
Re: Michael Alexander

The Granite Staff,

It is with great sadness that | bring to you the news of the loss of one of our
most valued employees. Executive Commander Michael Alexander died last
night in a car crash. According to the police report, Mr. Alexander died
almost instantly when his car hit a construction vehicle which had suddenly
pulled out onto the street. The accident was blamed on poor visibility and
bad weather at the time.

Mr. Alexander has been with Granite for more than a decade and has been a
part of almost every major operation in the company’s history. He will be
sorely missed. Surviving Mr. Alexander is his wife Judy, and two children,
Michael Jr. and Missy. Please join me in sending them our condolences.
Thank you.

CDECLASSMED |
sty N]Ti}_ ?&j;kw |

I'I _. _1
By Jﬁ)_ e e 200 2|
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Distribution Restrictions:
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Shadow Company

071-375-0019
M SSI ON PREPARATI ON

Commrandi ng a mercenary squad can be a rewarding and chal |l engi ng
career, but newy pronoted conmanders shoul d never forget that

i ndi viduals, and nore inportantly the bottom line, depend on
comrand decisions. A great deal of trust is placed in conmanders
to acconplish a mission in the nost cost-efficient way possible.
Corporations cannot afford expensive battles of attrition, nor
have the appearance of weakness in today’'s cutthroat market. Every
opportunity must be taken to safeguard conpany assets, while at
the sane time growing its reputation.

Famliarity with good mission preparation is essential. Failure to
consi der the consequences of particular selections can result in
the death and destruction of mercenaries. This is not an effective
way of making a profit.

When | aunchi ng Shadow Company for the first tine, a help overlay is
di spl ayed providing a tutorial of the different player interface
screens. Press F3 on the keyboard to toggle the help overlay on
and of f.

For those requiring detailed information, the reference section
starting on page 45 gives in-depth descriptions of weapons and

ot her itens.

The Quickstart inside the CD case covers sone of the basics, and
is recommended for commmanders not familiar with nercenary conbat.

THE MAIN MENU

A el

T LA | b

| AR
E} AL TR

IHI. !

The Main nenu is the staging area for begi nning new ganes (see

bel ow), |oading previously saved ganes, starting nultiplayer ganmes
(see page 19), opening the Options nenu (see page 46), and view ng
the intro.

A quit button is provided for those who find that they do not quite
have the heart for the job -- no questions asked.

13



Commander’s Manual and Training Guide

SI NGLE PLAYER

Sel ect New Gane fromthe Main nenu to begin a new single player
game. The Select Difficulty Level screen is displayed. Select Easy,
Normal , Hard or Sinister, as preferred. The difficulty changes the
perception of the eneny. Easy nakes your mercenaries harder to spot;
hard nmeans the eneny is nore likely to detect them Damage that the
eneny inflicts is also increased with the difficulty |evel.

The canpai gn has nine mssions, with assignments given by Leo Heller
t hrough video transm ssions. Each mssion has a nunber of objectives
to conplete.

As a commander you have to guide the mercenaries through each

m ssion, attaining the objectives and then directing themto the
extraction zone for a safe return. Only upon conpletion of all the
Primary objects can a contact be fulfilled and paid.

There are four buttons common to the planning screens:

Opens the Opens the Team
m Equi pment screen TEAM screen

T Opens the Starts the mission

Pl anni ng screen

Pl anni ng Screen

For a commander in the field, the planning information provided is

i nval uabl e. The Pl anning screen has information about the m ssion,
and the Equi prent and Team screens usual ly allow nodificati on of the
inventory stock and the contracted nercenaries.

The Pl anning screen details the insertion zone, the insertions tine
and, perhaps nost inportantly, the mission objectives. To access
the Equi p and Team screens sinply press the associated button.

In the first, tutorial mssion, the nercenaries are ready to junp
straight into the fray, so the Equi pnent and Team screen are not
avai l abl e. The nercenaries are stranded on Angola and you nust
survive with the equi pnment already there. Just study the nmap and
obj ectives, and then select Launch.

Pressing F3 in the planning screens activates the quick tutorial

14
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OBJECTI VES AND RECONNAI SSANCE MAPS

Reconnai ssance nmaps are an essenti al

pl anning aid. Detailed photos of the

obj ectives are displayed when an
objective is selected fromthe |ist.
When no objective is selected, or the
funding is selected, the whole map wll
be displayed w thout an overlay. Mike a
special not of the insertion point of the
nercenari es. Being aware of your
surrounding will be key in survival
Primary objectives nust be conpleted
before the nercenaries can be extracted.
Only when a mission is successfully
conpl eted is paynent received fromthe
contractor.

| NSERTI ON TI ME

The mission clock is in nmilitary (24 hour) time and can normally
be adjusted forward or backward by selecting the up and down
buttons (spin controls) to the right of the clock. A suggested
launch tinme is displayed; adjustnents should be thought out
carefully to match an appropriate strategy for each m ssion. For
commanders who have been behind a desk for too |ong, 00:00 hours
is mdnight and 12: 00 hours noon

L AUNCH

The Launch button starts the mssion. Think carefully before
selecting this as the mercenaries are inserted and the m ssion
begi ns i mredi atel y.

NOTE: Good conmanders review the troops, check the equi pment, and
gl ance over the terrain once nore before |aunching the mssion. A
probl em di scovered before nobilization can be easily renedied,
whereas a mistake in the field can be expensive, if not fatal

Sel ecting a Team

Topnotch commanders are judged as such for one, and only one
reason -- they are smart enough to pick the right people for each
m ssi on.

After studying the Reconnai ssance nmaps and Cbjectives in the

Pl anni ng screen, consider the various mercenaries avail able and
determine who is right for the job

As nercenaries are used, and gain experience, they becone nore
expensive to hire. Be aware that you get what you pay for

15
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AVAI LABLE MERCENARI ES

CORTEAITED

Mercenaries bring with thema variety of skills and experiences.
Read carefully through their Dossiers to ensure that talent is
directed to the position nost suited for it. A mismatch can spell
di saster for an otherw se flawl ess plan. Select a mercenary in the
Contracted or Available lists to display their Skills and Dossi er.

CONTRACTED MERCENARI ES

To contract a mercenary, either double-click on their entry in the
Avail able list, or drag-and-drop theminto the Contracted |ist.
Cancel the contract and disnmiss a mercenary w thout incurring
expense at any point prior to launching the mssion by double-
clicking on the mercenary in the Contracted list, or by dragging-
and-droppi ng them back to the Available list. Note that equipnent
once bought can NOT be returned for a full refund. Equipnent can
be sold to the dealer only for what the dealer is willing to pay
for it.

Up to eight nercenaries nmay be contracted for one mission. During
the mission, reinforcenents are not available so consider the team
carefully before |aunching.

SKI LLS AND DGCSSI ERS

Use the Skills and Dossier buttons to toggle the information

di splayed in the information fiel d.

Each nercenary has a rating for each skill listed. Use the scrol
bar to view additional entries

Conmanders need to read between the lines to fully assess each
nmercenary’ s career

16
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Equi ppi ng the Team

A conpany nust supply its staff with the right tools for the job
and the individual. Wth some practice, a mercenary conpany can
becorme a synphony of controlled violence. On-the-job training and
i mprovi sation should be avoi ded when possible.

In the first mission, all the nercenaries are equi pped when hired.
After the first m ssion, nmercenaries who join the team are unarmed.
It is up to the commander to ensure that they are suitably

equi pped.

The Equi pnent screen is al so where equi pmrent can be bought and
sold. Al the basic gear and weapons to equip a snall nercenary
out fit can be acquired fromthe dealer.

VERCENARI ES

The nercenaries contracted to take part in the current mssion are
di splayed at the top left. Select a nercenary’'s icon to view or
change the equi pnent they are carrying, and to display their
skills.

Primary weapon

EQUI PVENT
The equi prent |isted bel ow the Secondary
nmercenary’s name shows their weapon

primary weapon, any secondary
weapon such as grenades, any head
gear such as binocul ars, and what
clothing or body arnor they are
wear i ng.

Head Cear

Body Ar nour

17
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ASSI GNI NG EQUI PMENT

The Inventory lists all the items currently in stock that are
avai l able to be assigned to mercenaries. To assign equi pnent,

sel ect a nercenary, then drag-and-drop the itemfromthe Inventory
into an appropriate equi pnent slot.

Sone objects need nore space than others so. For exanple, a sniper
rifle takes up three slots, whereas a grenade uses only one.

BUYI NG AND SELLI NG EQUI PMENT

The dealer offers different types of equipment for sale. To browse
t he nerchandi se, select one of the departnents in the Dealer Iist,
all the itens of that type that are available are then listed.

To add an itemto the Buy |list drag-and-drop the iteminto the Buy
list.

To sell an item drag-and-drop it into the Sell list.

When all the itens to be bought or sold have

been placed in the appropriate lists, click the

Doubl e- headed Arrow button to conplete the
transacti on.

If nmore then one of the sane itemis to be bought or equipped, try
dragging the itemwhile holding the Ieft nmouse button down and
repeatedly clicking the right nouse button to place the item where
you want it.

| NFORMATI ON FI ELD

When a nercenary or itemis selected, the information displayed on
the right changes. Assess a mercenary’s skills and try to equip

t hem appropriately.

The A, R and D ratings for the weapons indicate the accuracy,
range and damage. The ARD ratings increases fromleft to right.

Depl oyi ng the Team

Once the mission is studied, the team chosen, and the equi pment
sel ected, the commander should revi ew those sel ecti ons. Wen
ready, select the Launch button to deploy the nercenaries.

Save Gane

You can save Shadow Conpany at any tine in the game. Saving is
advi sabl e when the teamis about to enter a hostile area or
situation.

Press Esc to open the In-Gane nenu (see page 68), then select Save
Gane. The Save Gane |ist opens. Enter a saved gane nane in one of
the enpty slots, and then select Save Gane, or press Enter.

Press F6 to overwite the |ast saved gane.

18
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Load Gane

To open the Saved Gane list, select Load Ganme from the Main nenu.
During the gane press Esc to open the In-Gane nmenu, and then Load
Gane to open the Load Gane list.

Select a game fromthe list and then select Load Gane or press
Enter to |oad that game and continue play.

Press F5 to load the nbst recently saved gane.

Not e: The Quick Saves, F5 and F6, are different from the nornal
saved ganmes. Quick Saves will automatically overwite the |ast
gquack save. The only way to load a Quick saved ganes is to use the
Quick |load (F5) feature.

MULTI PLAYER

There are times when the responsibilities of command are heavy and
a commander needs the assistance of a lieutenant. Sharing command
allows the commander to focus on specific areas, |eaving the rest
to their reliable deputy.

Wth sonme practice, dividing up command and m ssion objectives can
work |ike clockwork. Another advantage when the command is split
is that there are forces to call on for help should a situation
deteriorate.

1. Select Miltiplayer fromthe Miin nenu.

2. The Multiplayer Selection screen is displayed.

¢« LAN IPX -- For conputers connected to a Local Area Network card
(LAN) .
e Modem (2 Player only) -- Using nornal telephone Iines to connect

two conputers via nodem (al so see ‘ Mbdem Setup’ on page 12).

¢« LANWAN TCP/IP -- For conputers connected by a nbdemto an ISP
account or on a LAN connecting to other conputers on the Internet
(see also ‘TCP/I P Address’ on page 8).

e Serial (2 Player only) -- For computers using a null-nodem or
serial cable to connect two conputers w thout any network

i nvol venent .

3. In the Player Info section, enter a nane.

4. Select a connection type, and then select Host to begin a new

19
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session. Select Connect to search for existing sessions.

5. The Multiplayer Sessions screen is displayed.

6. Host only: Enter a Ganme Nanme, select a mission and maxi mum
nunmber of players. Alter the starting funds if desired, and set
the difficulty. Bandwi dth can be sel ected depending on the type of
connection avail abl e.

7. Cuest only: Select one of the sessions listed in the list box
on the left of the screen. If the desired gane is not listed, wait
a few mnutes, and it may appear. Select Join to join the session.
8. Wen all the players have joined -- that is they are all listed
in the Player field -- select LAUNCH Note: All players nust choose
to launch before the session actually begins.

9. Shadow Conpany opens with the M ssion Conputer displaying the
Pl anni ng screen. Make selections from the Planning, Equipnment and
Team screens, as described in ‘SINGLE PLAYER on page 20, and then
sel ect Launch. The m ssion | oads.

Wien all players have | aunched the mission, play begins.

NOTE: Mercenaries that have already been contracted by other
players are listed in red in the Team screen. Only the Host can
select the Insertion time for the session.

Chat

Chat is available anytinme after you have joined a session. From
this or any of the follow ng screens, press Enter to activate chat
node, type a nessage, and then press Enter to send the nessage.
Use the chat to plot a strategy before entering a nultiplayer

m ssion, and to discuss tactics or call for backup once the
mssion is underway. Press "Q' to toggle the chat window in the
upper |left-hand corner on and off.

20
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083-443- 2068
BASI C PRI NCI PLES O COMVAND

I N- GAME CONTROL

However nuch care is taken during planning and organi zation, a
mssion is won or lost in the field. Conmanders nust be able to
think fast, keep control during chaotic situations, and cone up
with creative solutions to unexpected problens. There are severa
tools available for expediting control on the battl efiel d.

Per haps the nost hel pful thing to renenber when in trouble or
confused, is that pressing Esc brings up the In-Gane nenu and
pauses the game. This nenu gives access other areas of the gane,
including the Options nenu (see page 65).

Keyboard Control s

A quick-key table is provided on the back cover of the manual to
hel p newconers get up to speed. A list of all the keyboard
controls starts on page 51

Tab . . . . . . . . . . . . . . . . . Dsplay Mssion Objectives
Space . . . . . . . . . . . . . . . . . . . . . Toggle Inventory
rl +P . . . . . . . . . . . . . . . . . . . . . Toggle Pause
F1. . . . . . . . . . . . . . . . . . . . . . . . Show Key Help
. . ... ... .. ... . . . . . . Dsplay Mercenary Skills
F5 . . . . . . . . . . . . . . . . . . . . . . ... Qick save
F . . . . . . . . . . .. .. .. .. .. .. ... Qick Load
Esc . . . .. . . . . . . . . . . . . ln-Gane Mnu

Canera Controls

The nost useful tool is the free-
floating canera. It is unanchored, fumiaa b y |
and can go al nost anywhere. The [ 1 1
boundari es of canera novenent are
from about 2.5 nmeters above the . L v ]
ground, up to nearly 50 nmeters and
slightly outside the edges of the

map. : o 45 o
Take the tine to becone profici ent
at using the canera by practicing
when the nercenaries are in a - ot y
relatively safe area.

L5 A e
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MOUSE SCROLLI NG

The canera can be nmoved using the nunpad keys, or by using the
nouse- at - edge scrolling, which can be used to nove the canera
forward, backward, right and left.

In addition to the nouse-at-edge scrolling, it can also

be used to scroll around within the canpaign area. Hold

down the right nmouse button until the navigation synbol ’IL_
appears. Continue to hold down the button and nove the #
nouse around the screen. This noves the canera in that
direction.

TRACKI NG MODE

Tracki ng node is another inmportant function of the canera. Press T
to set the camera to follow the selected unit. The normal canera
controls only then work relative to the currently selected unit,
keeping it centered. Tracking node should be used sparingly and is
recommended primarily for vehicles.

Using the Mni Map

The Mni map on the left of the Team bar provides

informati on about the canpai gn area, mnercenary and

eneny | ocati ons.

There are two nodes for the map: |ocked and

unl ocked. By default, the map is shown as | ocked

The map remains stationary and the units and the

canmera nove around. Select the Lock button to

change the node

Unl ocked nmode rotates and noves the nmap relative to the canera
position. The canera is always at the center and facing
straight up. In unlocked nbde you may zoom in and out on
the map by selecting the Plus and M nus synbol s

Information is portrayed by the follow ng synbol s:
)( The small circle represent people that are in view A
green circle indicates a nercenary; a red one an eneny. A
blue circle indicates a neutral party.

The canera icon square indicates the current canera
™~ position.

The pulsating circles indicate objectives. This is
<:::> particularly inportant when guiding nercenaries to the
extraction zone. Each objective has its own col our for
clarity. By holding dowmn the TAB key you can see the objectives
screen. Left clicking on the objective will isolate that objective
on the map.

22




Shadow Company

Butt on Panel

The control panel provides easy access to some of the nore
frequently used controls.

Overwat ch Rel oad
St and Crouch Pr one
Li ne Arrow Set
Formati on For mati on Formati on
Toggl e Tracki ng Opti ons
I nventory Caner a Menu

Vi ewi ng Obj ectives

During the mission, the objectives list can be viewed and each
one’s current status checked. Use this function to ensure that all
parts of the mission objectives have been attai ned.

Press and hold down the Tab key. The Reconnai ssance map and the
list of objectives are displayed. Select an objective fromthe
list to highlight its position on the nap.

Select Primary Cbjectives to highlight all of them The mini map
al so shows the selected objectives. If an objective is grayed out
it cannot be done yet.
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MERCENARY CONTROL

Movenent

The nercenary teamis fairly easy to control, although they do
have a habit of answering back. There are a variety of ways of
selecting a nercenary:

 Select the nercenary in the canpaign area. ﬁ
e Click on his or her portrait in the Team bar. (A
single click selects the nercenary; a double-click

sel ects the nmercenary and centers the view on that
nmercenary.)

» Select 1-8 on the nunpad. 1 corresponds to the
nmercenary on the left of the Team bar, 2 to the
next one to the right and so on.

. e R
« Use F9 and F10 to select the next or previous ‘
nercenary respectively. Sel ect ed
To sel ect several at one tine: Mer cenary

e Cick and drag to ‘rubber band’ a box around them
in the canpaign area

* Select one nercenary in the normal way, and then
hold down Cirl while selecting additional ones

* Press F11 to select all the nercenaries.

Ri ght-click on the canpaign area to desel ect any

sel ected nercenaries

Once a nercenary is selected, click on the location they are to
nove to. |If the mercenary can reach that location, a green ring
bri efly appears and they begin noving. If they cannot reach that
position, a red cross is briefly displayed

A single click on the destination orders themto nove to
that point at a normal speed. A double-click orders them
to nove nore quickly to that point, and nultiple rings
are briefly displayed. To halt novenent, select the Halt
button or press H

St ances

Use the stance buttons or the hot keys to
change to a standing (S), crouching (QO),
or prone (P) stance

The stance effects how quickly the
nmercenary can nove, and how stealthy they
are. Wen standing they nove the quickest
and are the least stealthy. Wen prone
they nmove the slowest and are the
steal t hiest.

A nmercenary’s stance can be changed before, during or after
novenent .
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Cinmbing & Cutting Fences

Mercenaries can clinb | adders, towers and al nbst every
other solid obstruction. The cursor changes when over an
object if the mercenary is able to clinmb it. dick on
that location to order the mercenary to clinb up there.
Mer cenaries cannot clinmb fences topped with
razor wire. However, the wire cutters can cut through
the fence. Select a nercenary that has the wire
cutters, and then place the cursor over a fence. If the
cursor changes to wire cutters, the fence can be cut.
Sel ect a section to be cut and click on it. The
mercenary noves to the fence and cuts a hole

To nove a mercenary though a fence, select the
mercenary, then nove the cursor over the cut fence. It
changes to the hole and arrow synbol. Cick to order
the mercenary through the fence.

| nvent ory

Right-click on a portrait, press the Spacebar, or use
the Inventory button to toggle the inventory of a
sel ected nercenary.
To the right of the nercenary’s portrait are the slots

. showi ng the active weapons, and attire.
Use the forward and back arrows to go to the
next or previous nercenary.
Use the portrait to select a nmercenary, and
it displays any applicable icons in the sane
way as in the Team control panel

Use the Query button
to open the nercenary
statistics display.

The larger section to the right shows the
itens the nercenary is carrying in their
pack. Itens may be transferred between the
two sections by clicking and dragging the
obj ect .

Note the nunber to the immediate left of the weapons and ammp
boxes. It indicates the anpbunt of amm remaining

Pi cking Up Weapons & Anmuni tion

During the mission, mercenaries can pick up new
weapons to add to their arsenal. Pass the cursor over
the canpaign area, it indicates when an object can be [ERIEEESEEN
pi cked up. dick to order the selected nercenary to pick it up.

To recover just the ammunition from a weapon, hold dowmn Crl and
then left click on the weapon.
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Looting or I|nvestigating Bodies

When an enemny or nercenary dies, their weapons and other itens are
dropped on the ground. Move eneny bodies to clear the area and
ensure everything has been picked up. Items that are carried back
to the planning screens can be sold to gain additional cash.

Transferri ng Weapons Between Mercenaries

Weapons and gear can be exchanged between nercenari es.
' Display the inventory of the nercenary giving the object,
and then drag the itemto the receiving nercenary. The

g giver noves to the receiver and the object is exchanged

VEAPONS & OBJECTS
Primary Weapons 5_

To determine if a target is within range of the selected
nercenary’s prinmary weapon, pass the cursor over the

target. If red cross hairs are displayed the target is in

range. |If grey cross hairs are displayed the target is

out of range, and if targeted the nercenary noves wthin range
before firing. Fire by clicking on the target. If a nercenary does
not have a primary weapon equi pped, they will attenpt to engage in
hand- t o- hand conbat .

A mercenary’'s skill |evel deternines the accuracy or effici ency of
the attack.

To force fire the prinmary weapon, place the cross hairs on the target
and Shift + click.

Under each portrait, the ammunition remaining in the primary weapon
i s displayed, and the secondary weapon is indicated bel ow that.

Di spl ayi ng Weapon Ranges

After selecting a nercenary, press | to display the
ranges of the weapons carried. Red is the primary
weapon’s range; blue the secondary.

o

Rel oadi ng Anmuni ti on

Wien the prinmary weapon runs out of ammunition, the next
nmagazine is | oaded automatically. However, on occasion a
weapon mght have only a few shots left, and the nercenary
be about to enter a major firefight. It is advisable in this
instance to reload the weapon before entering the fight.

The nunber just below the portrait indicates how many shots
are left in the primary weapon. To force rel oading, select
the nercenary, and then select the Rel oad button, or press

r
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Secondary Wapons

Grenades are area effect weapons and are equi pped in the
secondary weapon slot. Throw a grenade into an area by using
Shift + right-click where the grenade is to land. The
grenade nust be in the secondary weapon slot. A grenade nay al so be
thrown directly at an eneny by right-clicking on the target.

If a nmercenary is ordered to lob a grenade or fire a rocket while
prone, they crouch, performthe notion, and then return to a prone
posi tion.

The dot at ‘4 Oclock’ on the target cross hairs indicates whether
the secondary weapon is in range (red) or not (grey).

Sni per Mode

If a selected nercenary is equipped with a
sniper rifle, press Ato |ook through the scope.

=+ "t . Use the nouse to nove the cross hairs around to
el line up on a target. If the target is in range,
= the cross hairs will turn red. dick to fire.
Expl osi ves
R\J To use a land or proxinity mine, select a mercenary
carrying one and open the inventory. R ght-click on the

m ne, the cursor changes to a place mine cursor. Select
the placenment site of the land mine by left-clicking on
the location.
The |l and mi ne expl odes when trodden on or driven over, and the
proxinmity mne explodes when it senses novenent within a certain
range.
To place the C4 explosive, right-click on it in the
inventory and the cursor changes to the C4 pl acenent
cursor. Select the placement site of the C4, by left-
clicking on the |ocation.
The mercenary noves to that spot, places the explosive,
and the timer starts counting down.
The tinmer can be reset while the explosive is still in
the inventory of the nercenary. Place the cursor over
the C4 and use the +/- keys to increase/decrease the delay of the
fuse.
A mercenary’s derolition skill will reflect the effectiveness of the
expl osi ve.

Taki ng A Phot ogr aph

= T =i}
When an objective calls for the photograph of
an item building, person or object, the = . —
canera should not be |eft behind!
To take a photograph, place the canera in the L L ]
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head gear slot of a nercenary inventory. Select that mercenary,
and then press Z to see the view through the canera. Use the
nouse, or the 0, 1, 2, and 3 keys on the nunber pad to change the
view. Wen the target is in view, left click to take the picture.

Pl aci ng Conmuni cati on Bugs 4 ’

To place a bug on a structure, select the nercenary
carrying the bug and open their inventory. Right-click
on the bug then left-click to place it on the structure
to be bugged.

Usi ng Bi nocul ars and Ni ght Vision

Pl ace the binoculars or night vision goggles (NVG in

the head gear slot of a nmercenary inventory. Select

that mercenary carrying the binoculars, and then

press Z. Use the 0, 1, 2, and 3 keys on the nunpad, or the nopuse
to change the view Enem es previously out of the field of vision
are suddenly all too visible.

Not e that binoculars are only useful during day missions and NVG
are only useful at night.

HEALTH & STEALTH

The horizontal bar indicator at the bottom of
each nercenary’'s portrait reflects the health of
the nmercenary. It is green when they are healthy
and shrinks and changes col our as they are injured.

When a nercenary is unconscious, their portrait is shaded blue --
it is possible to be at 100 percent health but still unconscious.
If a nercenary is killed, their portrait is shaded red.

The vertical bar indicator on the left of the portrait reflects the
I'i kel i hood of being detected by the eneny, both visually and
aurally. They are less likely to be spotted when inmbile and in a
steal thy posture.

Medical Kit and Adrenal i ne Shot

The Medical Kit is an absolutely essential itemto take into the
field. It can often decide the difference between life and death
for the troops after becom ng casualties and sonmetinmes nay decide
the success or failure of the mission. It is optimzed for snall
arns and shrapnel injuries and can be used up to 5 tines,
depending on the nedic skill level of the nercenary using it.
There are tinmes when nercenaries need reviving, to return themto
consci ousness so that they can nove to a safer location. An
Adrenal i ne Shot can be adm nistered easily by anyone.

...

'%: Care should be taken not to use it on a mercenary who
' I
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is not unconscious, as they might go berserk or have a
cardiac arrest.
To use a Medical Kit, or Adrenaline Shot, open the
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inventory of a mercenary carrying the item and right-click on it.
The cursor changes to the appropriate itemand then left-click on
the person to receive the healing or the shot.

TACTI CS
H di ng the Eneny

Move and hide bodies to reduce the risk of being
detected. Dead bodies |ying around m ght make even
the nost dimwitted eneny a little suspicious.
When a nercenary is selected, pass the cursor over a dead
body. The Pickup cursor is displayed. dick to order the
nmercenary to nove and pick up the body.

Move the nercenary to a suitable position, and then

sel ect the body icon on the mercenary’s portrait, or
press D, to drop it.

If a mercenary takes damage while carrying a body or a
crate, they imrediatley drop it and rearmtheir primary weapon.

For nati ons

Mercenaries can travel in formation. There are three formations to
select line, arrow or custom Select the nercenaries and then
click on the appropriate button on the control panel.

Li ne Arrow
Formati on For mati on

Use Ctrl + F to toggle through the fornmations.

The set formation is the default, and when active, the nercenaries
nmaintain their positions relative to one another, if possible.

If a formation is selected while nercenaries are on the nobve, they
change to that formation at the end of the novenent.

Set
Formati on

Over wat ch
Anot her nmode for the mercenaries is overwatch. Nornally, a nercenary
does not autonatically open fire on eneny units -- when to engage the

eneny is the comrander’s deci sion.
In overwatch node, a nercenary tracks the nearest target and attacks
when it is in range. This is especially useful for providing cover
for another mercenary who is trying to infiltrate eneny territory.
Press the O key, or select the Overwatch button to order
sel ected nercenaries to enter into overwatch.

The overwatch icon is displayed on their portraits,
indicating that they are in overwatch node.

To turn off overwatch node, select the O key or the
Overwatch button. Ordering a nmercenary in overwatch to nove
al so cancel s overwat ch.
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Vehi cl es

Vehi cl es such as trucks, cars, tanks, and
boats are sonetines available. If a selected
nmercenary can enter a vehicle, the cursor

hi ghl i ghts when passed over it. Left-click on
a vehicle to order the nercenary to junmp in.
To drive the vehicle, use the arrow keys on
the keyboard. Up noves forward, down
backwards, right veers to the right and |eft

veers to the left.

To exit a vehicle, select the vehicle synbol on the
nercenary’s portrait, or press E

To fire a vehicle’s weapon, press down Shift then left-
click on the target to fire. To fire the vehicle s secondary
weapon, if appropriate, hold down the Shift key and right-click on
the target to fire.

To fire a nercenary’s weapon from an open vehicle, such as a boat,
sel ect the nercenary as usual, and then select a target in the
usual way.

Note that a mercenary’s vision is obscured while inside a vehicle
They can only see directly ahead in some cases

M SSI ON COVPLETI ON

The mission is conplete when either all the objectives
have been achieved and the team extracted, or when all the
nmercenaries have perished

When the nercenaries arrive at the extraction point, a
flare synmbol is displayed over the nercenaries’ portraits. Select
one of the flares to extract the nercenaries.

NOTE: Al surviving nercenaries nust be ready for extraction

near the prearranged extraction zone before extraction can occur
A wrap-up screen will appear at the end of the nmission to display
the kills accunulated. It will also display any skil

i ncreases/ decreases for the mercenaries involved in the mssion
Increases are displayed in Yellow, while a skill decrease will be
di spl ayed in Red.
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121-538-2183
VEAPON & | TEM COMPENDI UM

HANDGUNS

Beretta 9 mm (ltaly)

MAGAZI NE: 15 BULLETS
A standard 9 mm pistol, both reliable and easy to use. The Beretta
fam|ly of pistols has been in use since the fifties and has seen
i mprovenents up to the nost recent general update, the 92 SB.
A silenced variation is avail able when subtlety is necessary.

Browni ng Hi gh Power (BDA) 9 mm (Bel gi um

MAGAZI NE: 13 BULLETS
A reliable and effective pistol that has been in service around
the world since 1935 (during World War 11, it was used by both the
Al lied and Axis forces). There have been nany updated versions
that have retained the basic characteristics, but inproved
reliability.

Desert Eaqle .44 cal (Ilsrael)

MAGAZI NE: 8 BULLETS
The Desert Eagle has several unusual design features, including a
gas-operated | ocked-breech with a rotating bolt. It is a solid,
hi gh- powered weapon originally designed as a sporting pistol, but
now available as a mlitary weapon.

Redhawk .44 cal

MAGAZI NE: 6 BULLETS
Made by Ruger, the Redhawk is a double-action .44 caliber, six
shot revolver. A large gun for a pistol, it fires one of the nost
power ful handgun cartridges avail abl e.

SUBMACHI NE GUNS ( SMGs)
Heckl er & Koch 53 5.56 mm

( Ger many) iﬁfif=*=

MAGAZI NE: 30 BULLETS
The HK 53 uses the 5.56 mm ammunition, rather than the usual 9 mm
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for this class of weapon. The larger round gives it an edge for
penetrati on power and range conpared to other close assault
weapons. The design is based on the fanbus G3 and it is known to
be a favored weapon of the SAS

Heckl er & Koch MP5 9 mm ( Ger many)

MAGAZI NE: 32 BULLETS
The MP5 was designed fromthe G3 rifle and has been in use by
German police forces since the md-sixties. Variations have been
exported to mlitary and police forces worldwide. It is considered
to be the finest of the 9 nm sub-nmachi ne gun cl ass of weapons

Heckl er & Koch 9 mm MP5K ( Ger nany)

MAGAZI NE: 30 BULLETS
The MP5K is a shortened version of the MP5 that is easily
conceal ed. It was designed for use by anti-terrorism and security
forces that may need to conceal serious firepower. The prom nent
forehand grip gives the firer good stability and control
Silenced variations are avail able for those occasi ons when
creating a disturbance would be bad etiquette

MAC 11 9 mm Subnmachi ne Gun (USA)

MAGAZI NE: 32 BULLETS
The boxy | ngram MAC series of submachi ne guns are known for being
extrenely conpact and efficient in design. The MAC 11 is the | atest
of the series and has a higher rate of fire than previous versions
It is a popular with criminal and terrorist groups due to the ease
of conceal nent.

Scorpion 9 mm Machi ne Pi st ol

MAGAZI NE: 32 BULLETS
The smal | profile of the Scorpion makes the weapon
ideally suited to close quarter fighting. The
overall small size makes it an excellent backup "
weapon. The user does have to be wary of the [
cartridge ejection nechanism which has a tendency to kick enpty
shells into the face of the firer. A Czech design, it has seen
service in Afghani stan, Angola, Egypt, Libya and Uganda

Steyr Tactical Muchine Pistol (TMP) 9 mm
(Austria)

MAGAZI NE: 30 BULLETS
The Steyr TMP is a fully automatic pistol. The mmjor advantage of
the weapon is the overall small size and front grip. The weapon is
very effective at close range
A silenced variation is available so as not disturb outside
%ﬁrties when di sagreenents need to be settled quietly.




Shadow Company

Uzi 9 mm Subnmachi ne @Qun (I srael)

MAGAZI NE: 32 BULLETS
The Uzi may be the npbst recognized weapon
t hroughout the world. It uses an advanced pri mer
that fires the bullet as the bolt is traveling
forward, giving an increased range and vel ocity.
The Uzi is fairly conpact, but is known for
reliability and maintainability.

ASSAULT WVEAPONS

12 Gauge St andard Punp Shot gun

MAGAZI NE: 8 SHELLS
The 12 Gauge Standard Punp Shotgun has |ong been a favorite of
conbatants. It packs a lot of firepower and a vicious bark for
cl ose assaults, especially in areas of high foliage and | ow
visibility. The weapon is extrenely easy to take care of in the
fiel d. Easy to use for |ess experienced troopers and a very good
choi ce for the point nan.

12 Gauge Jackhanmmer Aut omati ¢ Shot gun( USA)

MAGAZI NE: 10 SHELLS

A fully automatic 12 gauge shotgun...need we say nore? Even if you
cannot kill the eneny, you will definitely scare the hell out of
hi M This weapon should only be used for close assaults or as a
support weapon as the range is fairly short and accuracy very
questionable. This is an excellent choice as an anbush weapon
maki ng short work of fleeing or frozen eneny troops. It utilizes a
speci al cylinder magazine that is quickly changed in the field

AK-47 7.62 mm Assault Rifle (CYS)

MAGAZI NE: 32 BULLETS
The AK-47 has earned its fame by being incredibly

rugged and sinple in design. There are many tales
about the abuse that the rifle is able to take in \m\d
the field, and yet still performflawlessly. It has a

fairly long range, alnost as far as the M6, and

high rate of fire. To add to its fame, it is probably the nost
conmmon weapon ever produced and has been used to inflict nore
casualties than any other weapon in history.

British 5.56 mm I ndividual Wapon(Britain)

MAGAZI NE: 32 BULLETS
The British Individual Wapon uses the nmodern bull pup design
allowing for nmore ease of use and maneuverability in the fiel d
especially during close assaults. It is very effective at medi um
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range and easy to take care of, which gives it an edge on ol der
assault rifle designs. The basic 4x optical sights give troops an
edge when targeting or observing an area. The weapon has been
proven in the field and is somewhat expensive.

Galil 7.62 mm Assault Rifle (Israel)

MAGAZI NE: 32 BULLETS
The Galil is one of the heaviest assault rifles in
general use and is often used as a Squad Automatic
Weapon. |t has very good accuracy at nedi um ranges. 'f_'
The weapon is sonewhat expensive, but has a proven

track record in the field and is considered to anpbng
the best in its class.

ML6A2 5.56 nmm Assault Rifle (USA)

MAGAZI NE: 42 BULLETS
The ML6A2 is the last main variation of the M6 series of rifles
for US forces. The inprovenents in design nake it a very
dependabl e and extremely |ethal weapon in the hands of a trained
user. It requires regular nmaintenance, but delivers the range and
firepower needed to neutralize the eneny. Its high production
nunmbers and features nake it an all-round good investnent for the
financi al | y acute outfit.

M 79 40 mm d assic Grenade Launcher (USA)

MAGAZI NE: BREECH LOADED SINGLE 40 nm SHELL
The M79 is a favorite of nmercenary squads and has a flawl ess track
record in the field. Al though nodern substitutes (such as the M
203) are the normfor line units, this weapon has several
advant ages over nodern grenade |launchers -- it has a |onger range
and is nore accurate. A trained nercenary can |ob a grenade right
into an irritating guard tower or nmchi ne-gun nest from nmedi um
distance. It is snmall enough to be easily stashed when not in use.

Steyr AUG 5.62 mm Assault Rifle (Austri a)

MAGAZI NE: 42 BULLETS
The AUG was designed to be extremely flexible and light. Since its
introduction, it has been adopted by military and police
organi zations all over the world. The breech is
| ocated behind the trigger, resulting in an overall
shorter length rifle, but with the long barrel '-n-:‘,_?—ﬁl——
associated with assault rifles. It is noted for its ’ )
accuracy, the carrying handle and 1.5 optical sight
conbi nati on.
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Utimx 100 5.56 mm Li ght Mchi ne Gun
(Si ngapor e)

MAGAZI NE: 100 BULLETS
The Utimax 100 is easily controlled and flexible
l'ight machine gun. It was designed to be used by
one person and only fires on fully automatic. The rﬂﬁ#‘
barrel is a heavy, air-cooled, rapid-change
variation and is carefully situated for bal ance.
This weapon offers a |ot nore firepower than the normal assault

rifle while maintaining the advantages of a sinple design and
reliability in the field.

SNI PER RI FLES
PSG- 1 7.62 mm Sniper Rifle (Gernany)

MAGAZI NE: 5 BULLETS
Devel oped and manufactured by Heckler and Koch, it is unparalleled
in accuracy. The rifle is easy to handle and easy to maintain in
the field, yet has very good accuracy. This weapon
offers a very cost-effective way to initialize an
engagenent agai nst eneny forces. A squad nenber h—%‘ |
arnmed with this rifle nust be skilled for any
effective use, but can often provide a solution for
di fficul t situations.

Barrett .50 cal Sniper Rifle (USA)

MAGAZI NE: 1 BULLET
Gungasnl Sonetinmes, being able to shoot through an arnored car at
| ong ranges just nekes the day that much easier. The Berett .50
cal is like having personal artillery; a very well
trained sniper utilizing this weapon can devastate %_
eneny forces well before close engagenents are .
comenced and nmeke life nmuch easier for the conpany.

HEAVY WEAPONS
AT-4 84 mm Rocket Launcher (Sweden)

MAGAZI NE: S| NGLE- SHOT DI SPOSABLE TUBE
( NON- GUI DED)
The AT-4 is the nodern replacenment for the LAWin many NATO
armes. It has helped to equalize the light infantry squad with
the arnored vehicle during the |ast decade or so, and is
considered extrenely reliable. It is designed to defeat a main
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battle tank’s front arnmor -- although this is questionable. It
will certainly disable any vehicle with a rear or side shot and
probably neutralize the crew. The AT-4 is extrenely easy to use

LAW 60 nm Rocket Launcher (USA)

MAGAZI NE: S| NGLE- SHOT DI SPOSABLE TUBE
( NON- GUI DED)

The LAW (Light Antiarnor Weapon) was designed to give the line
infantryman a powerful weapon against arnor vehicles and bunkers
Its day as an antiarnor weapon has cone and gone in the NATO
armes, but it still has plenty of uses for the econom ca
nercenary outfit. It can penetrate and di sabl e nost Arnored
Personnel Carriers and disable many ol der tanks likely to be
encountered on the nercenary’'s battlefield. It is also very
effective against small field fortificati ons, which would otherw se
hanmper a fast-paced operation

CLOTHI NG
Arctic GCear

Doi ng wi thout adequate w nter apparel has proved disastrous in
canpai gns throughout history (as Hitler and Napol eon | earned).
There is no need to repeat mstakes of the past when Arctic Gear
is relatively cheap and easy to acquire. It also has the advantage
of being white, which helps troops blend into snowy regions

Gvilian War
The best way to infiltrate a hostile area is to sinply blend in and
look Iike the natives. It may often not be necessary to have a

pi tched fight and take | osses when the mission could be
acconplished with minimal risks to the troops

Conposi te Arnor

The best noney can buy. Effective against snmall arnms, and
noderately effective against high velocity rounds. If the troops
plan to be shot, this is their best bet for survival

Fl ak Jacket

The basic issue protective jacket. Provides a |ayer of protection
agai nst small arns fire and shrapnel

Kevl ar Ar nor

Primarily designed to stop a small caliber bullet. Provides a
hi gher |evel of protection than a Flak Jacket.

Ni ght Ops
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The Night Ops gear is specialized campbuflage that hel ps keep units
hi dden at nighttime. It also reduces IR em ssion.

TOOLS
Adr enal i ne _Gun

There are times when a nmercenary nust be revived to get them
novi ng qui ckly. The adrenaline shot can be admi nistered easily by
anyone, although it should not be used on a nercenary who is
consci ous.

Bi nocul ar s

A pair of binoculars extends the range that an individua
nercenary can see and help to detect eneny units before a firefight
begi ns.

To use the binoculars, place themin a head gear slot, and then
hold down Z when the person carrying themis selected

Bi nocul ars only work during daylight hours.

Ni ght Vi sion Goqggl es (NVG

Ni ght vision goggles allow the wearer to see al nost flawl essly at
ni ght. NVG enhance available light and project an inmage with a
di stinct green cast. To use the NVG place themin a head gear
slot, and then hold down Z when the person equipped with themis
sel ect ed.

Caner a

The canera is useful for making a record of actions in the field.
It is also handy for taking the pictures for display at the
reuni on parties

To use the canera, place it in a head gear slot, and then hold
down Z to look through the lens and click to take a shot.

Communi cati ons Bug

The conmuni cati ons bug, when placed on a transnmitter, allows the
head office to eavesdrop on eneny comuni cations

Fence Cutters

The fence cutters are one of those snall useful itens that becone
worth their weight in gold particularly when a situation calls for
them but they were not brought along. It is best not to |eave
home wi t hout them

Medi cal Kit

The medical kit is an absolutely essential itemto take into the
field. It can often make the difference between |ife and death for
injured troops, and may influence the outcome of the mission. It is
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optimzed for small arms and shrapnel injuries and can be used up
to 5 times, depending on the skill |evel of the mercenary using
it.

KNI VES
Conbat Kni f e

The conbat knife has been the essential backup weapon and general -
purpose tool for the grunt for centuries. It never needs rel oading
and is silent (if used properly). Better mpdels resist rusting and
come wWith a nifty blood-groove to help drain away the life of an
opponent. Wen all else fails, stab the eneny.

TRAPS

Land M ne
A generic contact type land mine. Step on it and ‘boon.

Proximty M ne

A smart land mine. If it senses nmovenent within a certain range,
it expl odes.

4 with Tiner

Set the explosive in position, and then take cover before the 30
second timer blows the 2 Ibs of C4 explosive.

GRENADES
M 69 Standard Fragnentation G enade (USA)

The M 69 is the descendant of the classic M 67 baseball type
grenade. It has been slightly redesigned and given a strengthened
charge, making it more effective in open areas than the M67. It
is easy to attain and easy to use, though hand grenades should

al ways be used cautiously, as friendly casualties are conmon.

M 8 Standard Snoke G enade (USA)

The M8 Snoke Grenade is essential for assaults on built up areas.
Not hi ng protects val uable assets as much as a shroud of snpke when
the fire starts coming in. It is also very useful as cover when
evacuating a hot spot or for causing a diversion. It is easy to
use and relatively cheap for the advantages it offers.
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095-285-8310
WORLD PONERS, DI CTATORS &
DESPOT'S

ORGANI ZATI ONS

GENESI S GROUP
The Genesis Group is a terrorist organization that is headquartered
in Africa.

CENETI SYSTEMS
Genetisystens is the research and devel opnent wi ng of the Genesis
G oup.

GRANI TE CORPORATI ON
The Granite Corporation is a conglonerate specializing in arned
response to conflicts worldwi de. It provides superior nercenary
services, and was the conpany that abandoned Shadow Conpany during
a botched raid in Angol a.
I LLUME
Illume is a private organi zation that serves as a clearinghouse
for intelligence on terrorist groups and other radical
organi zati ons.
TETSU YANA

Tetsu Yanm is a private nercenary conpany simlar to Ganite. Its
troops are highly trained professionals. Tetsu Yama provides
nercenaries for the mlitant wing of the Genesis G oup.

KEY PLAYERS

LEO HELLER
Leo Heller is based in Brussels and |iaises between nercenaries
and those in need of their services. He is known to have
connections with arns dealing.
JOSE GARCI A
Jose Garcia runs a large drug cartel based on the Isla de la
Juventud, south of Cuba. He supports several South Anerican
Mar xi st guerrilla groups and funds Genetisystens. He is wanted by
a nunber of police agencies throughout the world.
GERALD DERKSEN
Geral d Derksen is a founding nmenber of Il une.
JACK WARBLE
Jack Warble is the |ead researcher for an advanced bionetics
research | aboratory in Ecuador.
DI TER STEYN
Foundi ng menmber of 111 umne.
ALEXANDRU CUZA
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Al exandru Cuza is a Romanian arns dealer and long time friend of
Leo Heller.

SCHOLFI ELD
Schol field is a British operative, sent to investigate a Russian
naval base of the Kola Peninsula.

MARI A RQJAS
Maria Rojas is an Illune operative working undercover in the
Cari bbean.
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Angol a

Location: Southern Africa, bordered to the west by the South

Atl antic Ccean, and situated between Nami bia and Denocratic
Republ ic of the Congo.

Topogr aphy: Coastal |ow and along the Atlantic, and Nanmi b Desert
south of Benguela. The nmountains parallel the coast and rise to a
hi gh plateau in the east divided by many rivers and streans.

Cabi nda Province contains coastal |ow and and hills.

Climate: Hotter and drier along the coast than in the nountains or
the plateau. The rainy season in the northern part of country

| asts from Septenber to April, in the southern part, from Novenber
to about February. The cool est nonths are July and August. The
Cabi nda Province is warm and wet.

Governnent: Marxi st-Leninist governnent is based on the 1975
Constitution (later revised), but dom nated by the Popul ar
Movenent for the Liberation of Angol a-Wrkers' Party (Mvinmento
Popul ar de Liberta de Angol a-Parti do de Trabal ho-- MPLA-PT). The
governnent is conposed of an executive branch led by the
president, with an appointed Council of Mnisters, and Defense and
Security Council.

The | egislative branch consists of the People's Assenbly. In late
1988, due to an inability to hold elections, the People s Assenbly
was appoi nted. The justice systemis conposed of the Suprene
Court, the Court of Appeals, the people’'s revolutionary courts,
and a series of people’'s courts.
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Ecuador

Ecuador

Location: Western South Anerica, bordered to the west by the
Paci fic Ccean at the equator, and situated between Col onbia and
Per u.

Climate: Tropical along the coast, becomnmi ng cool er inland.
Terrain: Coastal plain (costa), inter-Andean central highlands
(sierra), and flat to rolling eastern jungle (oriente).

Econony: Ecuador has substantial oil resources and rich
agricultural areas. As an exporter of primary products such as
oi |, bananas, and shrinp, fluctuations in world narket prices can
have a substantial donestic inpact. G owh has been uneven in
recent years, as the governnent has repeatedly initiated ill-
concei ved fiscal stabilization neasures.

Di sputes: Three sections of the boundary with Peru are in dispute.

Peru
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Peru

Location: Western South Anerica, bordered to the west by the South
Paci fic Ccean, and situated between Chile and Ecuador.

Climate: Varies fromtropical in the east to dry desert in the
west .

Terrain: The western coast (Costa) is nountainous and arid. The
Andes in the center (Andean highlands or sierra) are high and
rugged, and occupy 60 percent of the Peruvian land area. It is
covered with thick tropical forests in the west, and with dense
tropi cal vegetation in the center and east. As a result the region
remai ns | argely unexpl ored and undevel oped.

Di sputes: Three sections of the boundary wi th Ecuador are in

di spute.
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Romani a

Locati on: Sout heastern Europe, bordered to the east by the Bl ack
Sea, and situated between Bul garia and Ukrai ne.

Climate: Tenperate with cold, cloudy winters bringing frequent
snow and fog and sunny sumers with frequent showers and

t hunder st or ns.

Terrain: The central Transylvanian Basin is separated fromthe
Plain of Mdldavia to the east by the Carpathian Muntains, and
separated from the Walachian Plain to the south by the

Transyl vani an Al ps.

Econony: Ronani a, one of the poorer countries in the region, is
continuing its difficult transition to a market-based econony.
After the collapse of the Soviet Bloc in 1989-91, Romania was |eft
with an obsolete industrial base and an industrial capacity wholly
unsuited to its needs. For the next few years the country |agged
behi nd nost of its neighbors in the pace of restructuring. In
February 1997, Ronmni a enbarked on a conprehensive nmacroeconom c
stabilization and structural reform program Although progress has
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been made in privatizing snmall and medi um sized firns, delays in
structural reforms threaten plans to revive GDP growth

Di sputes: Dispute with Ukraine over the continental shelf of the
Bl ack Sea, which may have significant gas and oil deposits. They
agreed in 1997 to a two year negotiating period, after which
either party can refer the dispute to the International Court of
Justi ce.

Kola
Peninsula /ﬁ:?b o)

: - -.L} ,»f
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Kol a Peni nsul a, Northern Russia

Location: The Kol a Peni nsul a occupies the rim of northwestern
Russia. A major part of the Peninsula lies to the north of the
Arctic Circle. The Barents Sea lies to the north and the Wite Sea
to the south. To the west are Finland and Norway.

Climate: The weather in the Kola Peninsula is unstable and
changeabl e, caused by frequent changes in air masses and weat her
front novenent. In the nmountains the tenperature drops by 0.5» C
for each 100 m of ascension. The yearly average tenperature within
the region is -2.00 C. Atnospheric pressure ranges from 340 mmto
640 mm and rain predominates in the summer. The depth of snowpack
in the plains ranges from25 cmto 70 cm and in the nountains the
average is 150 cm In sonme places the snowpack thickness reaches
400 cm Spring comes in late April or early May in all areas of
the Kola Peninsula. Summer in the region is short, only about 2.5
nonths long and is cool and wet. Autumm usually cones early and
with frequent rain.

Terrain: The peninsula relief is rather conplex and diverse. The
western and central area is characterized by nountains. The

Chi bini and Lovozero nassifs are concentrated in the center.

The Northeastern region is hilly and contains a great nunber of

| akes. The Kol a Peninsula nountains are tundra, referred to by the
natives of the peninsula as saami -- a termfor hills and
nountains with flat tops w thout any vegetation.
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|sla De La Juventud, South of Cuba

Location: Approximately 100 km south of Cuba.

Climate: Tropical, although noderated by trade wi nds. The dry
season is from Novenber to April. The rainy season from May to
Cct ober .

Terrain: Mstly flat to rolling plains with rugged hills and
nountains in the southeast.

Illicit Drugs: The territory serves as a |esser transshi pment zone
for cocaine bound for the US.
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Options Menu

The Options menu is accessed by selecting Options from the Main menu, or by selecting Esc, which
opens the In-Game menu, and then Options.

Preferences

Graphics: The following options can be toggled on or off:
* Blood & Gore

* High Detail Terrain

* Dithering

» Shadows

* Object Dynamic Lighting

» Geometry Flipping

Miscellaneous: The following options can be turned on or off:
» Show Tips - To activate the tooltips, check this option.

» Show Tutorials - For those who are unfamiliar with the game, it is advisable to have the tutorials
active.

* Play Animations - To view the videos and animations, check this option.

* Enable ARD Display —Displays the Accuracy, Range and Damage scales for any weapon under the
cursor.

In general the fewer options that are selected, the
faster the game runs.

Mouse

Frame Rate Dependent Mouse: This smoothes the
camera motion and is not dependent on game state.
Some computers may have problems if this is turned
on. If you have problems with camera movement, turn
this option off.

Disable Intellipoint Support: Disable the button or wheel on the Microsoft IntelliMouse.
Invert Mouse Freelook: Inverts the Y axis in sniper, binocular or camera modes. This means that
moving the mouse up looks down and vice versa.

Mouse-at-edge Scroll: When the cursor is moved to the edge of the window, the campaign area
scrolls in that direction.

Camera Inertia: There is some inertia to the free floating camera. Turning this option off helps low
frame rate systems, and moves the camera in a more precise, clipped manner.

Tooltip Delay: Set the time delay for a tooltip to be displayed when the cursor is placed over
something.
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Mouse Freelook Speed Slider: Adjust to change how
fast the camera moves in sniper, binocular or camera
modes.

Keys

Select Key Controls to open the Keyboard options.
The default settings are listed, and can be
customized.

Changing a Keyboard Control
1. Select an action from the list.
2. Click Select Character. The new keyboard control is listed.

Video/Audio

Primary video card: The primary or main video card
is selected as the default. Select one of the others to
change the video card.

Resolution: Contains list of all screen and colour
resolutions supports by the primary video card.

Select 3D Video Card: Lists the available pure 3D
video cards. Select one of those listed to set the
primary video card.

Select a resolution.

NOTE: Make sure your monitor can handle the selected resolution.

Enable Mercenary Speech: Toggle the mercenary’s speech feedback on or off.
Enable CD Audio: Toggle the music on or off.

Volume Sliders: Adjust the appropriate slider to change the volume of the
Music, Effects or Speech.

In-Game Menu

Press Esc to open the In-Game menu. Only the options that apply at the time
of access are listed. For example, the Save Game option is not available
from the Main menu, before the game has started.

Resume

Return to the game and continue play.
Options

Open the Options menu (see page 46).

Retry
Return to the planning screens to amend any selections and begin the mission again.
Save Game

The game can be saved at almost any time. Open the Save Game list by selecting Save Game from
the In-Game menu.
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Load Game

Should a mission go horribly wrong, load the game from when it was last saved, and have another go.
Hopefully this will not be in the distant past.

Main Menu

Return to the Main menu (see page 13).

Exit Game

Close the game and return to the Windows desktop.
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These are the known problems at publication time. Check the readme for the most up-to-date
information.

Q: | get ‘Failure to Initialize’ when trying to start the game.

A: If your video card is either a Voodoo or ATl Rage128GL chipset make
sure that your drivers are the latest version. This should resolve the problem.

Q: The text in the user interface is blurry or difficult to read.

A If your video card is based off of the Nvidia TNT chipset, you need to
set the Texel Alignment to 0 in the cards display properties. Finding this setting
might differ from card to card, but if you are using the reference drivers
provided by Nvidia:

Right Click on the desktop and select Properties.
Select the Settings Tab.

Click on Advanced.

Select the RIVATNT Tab.

Click on Additional Properties.

Select the Direct3D Tab.

Click on Advanced.

Move the Texel Alignment slider all the way to the right.

The drivers provided by such manufacturers might not have this setting (for
example, the Diamond Viper 550). It is recommended that you install the
reference drivers in this case.

© N o gk~ wDdE

Q: | have a Voodoo 3D card and the game runs very slow.

A: It is recommended that you disable various graphics options to
improve performance. In the game:

1. Select Options from the Main Screen.

2. Select the Preferences Tab.

3. Disable High Detail Terrain and try the game again. Additional

performance improve can also be gained by disabling the other options as
well. This is a trade-off between the look of the game and performance.
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Q: | have installed a new video card but the game doesn't list all the
modes that the card provides.

A: Delete Videomodes.txt from the Shadow company folder, then restart
the game.

Q: | have a Savage3D card.

A: Enable the DirectX 6 texture compression.

Q: | have an STB Rival28 4Mb 3D card and | cannot see leaves on

the trees in the game.

A: The STB Rival28 4Mb has difficulty displaying alpha-blended
textures. Use the NvTweak program or the Nvidia Reference drivers that have
the tweak included.

Q: | have a Canopus Total3D card and in the game the leaves on the
trees pop in and out as | pan around.
A Use the NvTweak program or the Nvidia Reference drivers that have

the tweak included.

Q: | have an M3D card.

A Shadow Company does not detect the M3D--(PowerVR).

Q: | have an ATl Rage Pro.

A: The Rage Pros that are on board video cards (on the motherboard)

with 2MB do not run the game. Some motherboard bios allow the use of
system memory and this may help, but it is not likely.

Rage Pros with 4MB and 8MB of memory have a problem displaying the text
found on Ul buttons. It displays small rectangle boxes that are the same color
as the text that would be found in the Ul.




Keyboard Controls

Mercenary Controls
Select Previous Mercenary
Select Next Mercenary
Select All Mercenaries
Select Mercenaries 1 to 8
Form Next Formation
Stand

Crouch

Prone

Toggle Overwatch Mode
Rotate Mercenary
Stop/Halt

Force Fire

Drop Object

Exit Vehicle

Toggle Inventory

Select additional Mercenary
Remove Ammo from Weapon
Information

Show Key Help

Show Mercenary Statistics
Show Tutorial (Ul only)
Show Objectives

Toggle In-Game Menu
Camera and Navigation
Binocular or Camera Mode
Sniper Mode

Show Weapon Range
Toggle Object Tracking
Camera Down or Up

Scroll Left or Right

Scroll Forward or Backward
Look Down or Up

Circle Left or Right

Turn Left or Right

F9

F10

F11

1to8

Ctrl+ F

S

C

P

0]

Alt + Click in direction
H

Shift + Click on target
D

E

Space

Ctrl + Click on mercenary
Ctrl + Click on weapon

F1
F2
F3
Tab
Esc

— — > N

Numpad + or -
Numpad 4 or 6
Numpad 8 or 5
Numpad 0 or 2
Numpad 7 or 9
Numpad 1 or 3
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Vehicle Control

Vehicle Veer Left

Vehicle Veer Right

Vehicle Accelerate Forward
Vehicle Accelerate Backward
Vehicle Next Weapon

Fire Selected Vehicle Weapon
Miscellaneous

Quick Load

Quick Save

Screen Capture

Pause

Exit
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Left Arrow
Right Arrow
Up Arrow
Down Arrow
W

Shift + Click

F5

F6

F12
Ctrl+P
Ctrl + X
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Customer Service Policies

For information on Shadow Company or any other Ubi Soft product Customer Service policies please
call our Customer Service toll-free line at 1-800-UBI-SOFT (1-800-824-7638) or (514) 490-0887.

Technical Support

If you have technical problems with Shadow Company or any other Ubi Soft product, please call our
Technical Support line toll-free at 1-800-UBI-SOFT (1-800-824-7638) or (514) 490-0887.

E-mail: tech-support@ubisoft.qc.ca
Internet: http://www.ubisoft.com
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